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Good distance education depends on good pedagogical practice. The electronic technologies available for distance learning provide the educator with the opportunity to consider new approaches to teaching and learning. Among other issues, the educator must take into consideration the audience, elements of instructional design, and learner needs.
Distance education teaching activities have been ongoing during the past 10 years for the Tri-College University Educational Leadership Program. At first, e-mail was used to support interactive television in regular graduate courses (multicamera, studio-based, closed-circuit networks) that prepare school administrators for licensure requirements for both Minnesota and North Dakota. The courses taught over the closed-circuit interactive networks from either Minnesota State University-Moorhead or North Dakota State University use e-mail, telephone, facsimile, and Web-based resources when applicable for instructional purposes. Four courses in the program use Web-based instruction exclusively.
The World Wide Web notwithstanding, electronic media technologies offer educators the opportunity to rewrite and reconsider content and to think of ways to reach students and teach as they never have before. Media as teaching tools have less to do with efficiency than with the way they alter conceptions of learning and instructing. Creativity (synectics), imagery, teaching strategies, learning styles, instructing models, and intellectual dimensions are issues to consider when developing computer-based learning media.
Technologies in and of themselves do not automatically change the nature of teaching and learning; rather, it is the way educators integrate such technologies into the curriculum that brings about change. The role of the instructor is changed because the technological medium forces educators to develop learner-based environments. However, it is difficult for educators who are trained to work with static, print-based material to convert their educational material into dynamic, interactive, electronic data and multimedia presentations.
Most educators are not accustomed to creating text to meet learners' needs. They were trained to select the appropriate text to meet the selected lesson plan. If a transition is not made from such practices, the modules placed on the electronic media are likely to be instructor-based rather than learner-based. This will not work from the student's perspective of being engaged in individual learning with media. Media are only technological tools used to enhance learning and/or extend learning beyond a classroom situation. Media as a whole are not the educators.
Technology does not replace good instruction. Thus, pedagogy is always in demand to structure learning within evolving media to provide the needed intrapersonal dimension to meet individual educational needs. Thus, it is important to understand how to customize delivery for special groups of students. Educators know this, but the concept is difficult to follow when developing learning media. The instructor must be knowledgeable about skills necessary to develop the proper strategy to accomplish learning objectives. Media services should provide a rich resource to help increase the knowledge needed to meet educational objectives.
Likewise, it is important to understand the capability of the endeavors undertaken. In other words, an instructor must learn the magnitude of the work involved while planning to develop media for distance education. The time demand to interact with students asynchronously (i.e., in a distance learning environment that allows the instructor and student to interact according to their own time needs) is extensive because the replication power of computer-based technology helps expedite responses and feedback that can overburden an unsuspecting online instructor.
To make learning happen with the media, educators must also understand how to work the content. Working the content constitutes selecting the appropriate visual, image, color, graph, sound, or phrase to ensure that learning happens. The objective is to make the best learning moment occur for the students. It means designing media creations to ascertain the "teachable moment."
Computer-based education and training has made technical people interested in pedagogical-instructional design, techniques, skills, learning styles, and dimensions of intelligence. The computer-multimedia presentation programs now common on the Web have likewise created an interest among educators to understand technical issues inherent with computer unauthorized distribution. multimedia. Common instructional design models emphasize understanding how to work the content for the media.
The active dimension of programming for a particular audience is a model that encourages simplicity, with an active audience asking questions. This also entails developing the proper strategy to accomplish learning objectives by understanding how to customize information for special groups. The distinction here is a caution about making multimedia lessons too difficult or complex for the intended learners. It is more about student acceptance and the systematic communication needs inherent in learning, reflecting, and forming a new comprehension during the process. The art and science of effective instruction involves working the content to provide stepwise learning experiences with checks along the way to assure that each step is learned. In media-based learning, it is especially important to assure that students are well trained in fundamentals to the extent that they can eventually interpret highly complex materials in simple terms.
Using technology for educational purposes requires formative research, segmentation, and augmentations. The learning must be provided in parts that build comprehension of concepts; that is segmentation. For interactivity, the parts must be developed in increments that add up to a comprehensive whole, so students can show stepwise growth to achieve the purpose of the course with regard to knowledge, skills, and techniques; that is augmentation.
In conclusion, these basic understandings do not involve how education will be changed by electronic media so much as how the wisdom of education ought to influence electronic media. These technological tools can enable an educator to cope with the knowledge explosion now occurring across many arts and sciences. However, educators who choose to use these media must accept the fact that they entail more pedagogical responsibilities than if they merely assign text chapters to read and seek feedback through assignments completed. These fundamental understandings also infer that educators who develop technological products for learning must have considerable technical knowledge and the skills to use them effectively. As mentioned previously, one needs to understand the material and understand how targeted students think about what is being presented. In addition, one needs to be able to comprehend learners' interpretations of problems, their mistakes, and their puzzles. Educators who develop lesson plans and other instructional materials and strategies must probe thoughtfully and tactfully to achieve the purposes intended and find ways to solicit students for the feedback needed to check that they understand what they are being taught.
Ideally, educators must present products for the media in ways that engage learners' minds to help them frame fruitful hypotheses and discard unauthorized distribution.
unfruitful ones. The essence of learning is human interaction, which can create a positive social impact resulting from the widespread adoption of information technologies (Stammen 1995) . By knowing how to use the new technology appropriately and providing the personal touch to guide students through the process of making the media work for them, instructors can ensure that distance education is developed to its full potential for the maximum benefit of each online class.
